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"DIGGERBONK" 



by Steve Rob I nson 



OVERVIEW. — 

t'D I GGERBONK" Is a fast-moving single-player game that 
everyone will enjoy. Your goal as an Allen who has landed 
on Titan, moon of Saturn, Is to clear out the dangerous 
Titan Mineshaft and collect the valuable Titan Ore, so 
scarce on your home planet. The mechanical Digger will 
venture Into the mine for you as you control his maneuvers 
f r om your console displaying the ml neshaft's dangerous 
tunnels. 

You score as Digger "bonks 11 creatures found throughout 
the mineshaft, thus obtaining their valuable ore, but he 
must avoid exploding bombs, THE FOG, and, of course, the 
nasty PURPLE GURPLES, YELLOW BLINKERS and the dreaded 
AQUA-CHASERS. This Job requires the best of your Allen 
judgment, skill, foresight and strategy. 


Tape ... . 

Remove any program cartridge. Place the tape In your 
recorder, label side up. Make sure the tape Is rewound, and 
reset the counter to zero. Hold the START key down and turn 
the computer ON. When you hear a beep, release the START 
key and press RETURN. If the program won't start to load, 
try positioning the tape forward or backwards a little. 

Disk.... 

To load and run the disk, first turn on your disk drive. 
When the busy light goes out, place the disk In the drive. 
Remove any program cartridge and turn on the computer . The 
program will load and run by Itself. 


ATARI REQUIREMENTS 


16K RAM 

One ATARI joystick 


HOW TO LOAD 


Software (c) 1982 
STEVE ROBINSON 



• EDUCATIONAL SOFTWARE 


4565 Cherryvale Ave. 
Soq ue I , CA 95 07 3 


Manual ( c ) 1983 


ATARI Is a registered trademark 
of Warner Communications, Inc. 
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YOUR FIRST VIEW OF THE MINE 


After the program has loaded properly, you'll see the 
title "D I G6ERB0NK 11 at the top of your console followed by a / 
copyright notice. The mineshaft's endless maze will take up \ 
the rest of the screen. It will be scrolling downward with 
ORANGE WHIRLERS, PULSING GREENIES and other assorted 
creatures good and bad moving with It. You'll soon notice a 
ticking sound. Adjust the volume so that the ticking sound 
Is not too loud. 


SELECTING DIFFICULTY 

DIGGERBONK has nine levels of difficulty. Level I Is the 
easiest, and level 9 Is the hardest. With some practice, 
you will probably find that reaching 30,000 points Is fairly 
easy on level 1, but very difficult on level 9. 

Before you enter the mine, look In the upper right-hand 
corner of the screen and you'll see the difficulty level 
changing from 1 to 9. To select the level of difficulty, 
just press the trigger button when the number equals the 
difficulty level you desire. During play, you may change 
the difficulty level by holding the SELECT key down. 


ENTERING THE MINE 

There are two ways to begin play. You may press the 
START key on the console, or you may press the red button on 
the joystick. A new configuration of tunnels will appear 
containing your Digger, the little blue treads on the 
screen. Your joystick controls the Digger's maneuvers. 

After you begin play, the score will appear In the upper , 
center of the screen. The difficulty level will be 
displayed In the upper right-hand corner. 


HOW TO PLAY "D1GGERBONK" 


The object of the game Is to score as many points as 
possible Indicating profits before Digger’s Inevitable 
demise. Points are scored by bonking as many AQUA CHASERS, 
YELLOW BLINKERS and other creatures as you can. Bonk away I 


You can play to better your own best score, or you can 
play against another alien by taking turns. The highest 
score will be displayed In the upper-left hand portion of 
the screen. The high score Is updated only after the end of 
each game. 


The game ends when Digger Is trapped with no escape, 
struck by bomb fragments, or struck by an enemy when he Is 
not protected with bonker power. 



CREATURES, DANGER AND ESCAPE 

At times during the game, a white 
mass will move across the screen from 
left to right. This Is THE FOG. It's 
harmless, except that It's difficult 


to 

In 


see 

It. 


where you’re going while you're 


The ORANGE WHIRLERS are always safe 
to approach. Bonk them, and you get 500 
points. Fall to bonk them before they 
leave the screen, and you LOSE 505 
points. But.. ..when you bonk an ORANGE 
WHIRLER, your score begins to count down 
rapidly. You stop It by capturing... 

The PULSING GREEN I ES . Not only will 
capturing PULSING GREENIES stop your 
score from counting down, but they are 
worth 200 points (-202 If they escape 
your capture). In addition, capturing 
one will give Digger special powers to 
bonk enemies for a short period. While 
he has these powers, he glows brightly 
and becomes solid. Digger calls this 
bonker power I 
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Ik PuRPlE 
SUPPLY 


White and orange TWINKLERS are worth 
100 points If you capture them. You 
lose 101 points If you let them fall 
from view. For each TWINKLER you 
capture, you can knock your way through 
one wall. This could save Digger 1 s 
life. If he's trapped, for example. You 
can save up TWINKLERS (up to 255 of 
them), but you must keep track of how 
many you have left - don't get caught 
shortl When you have the capability to 
break through walls, the walls show up 
In sections. Indicating where they can 
be broken. When you have no more 
TWINKLERS left to use, the wal Is become 
solid again. 


Avoid the BOMBI One thing Is sure - 
It WILL explodel Don't get hit by the 
fragments. The BOMB can also be helpful 
at times since It may blast a short-cut 
or even save you from being trapped In a 
dead-end . 


The PURPLE GURPLE Is one of three 
enemies you will encounter. Stay away 
unless you have been empowered by a 
PULSING GREENIE to bonk the enemies. 
It's worth 1000 points but you're not 
penalized for falling to bonk any 
enemy. It Is quite easy to pass the 
PURPLE GURPLE In a vertical tunnel 
because he usually takes one side and 
you can take the other. However, you 
can't pass him In a horizontal tunnel. 
The PURPLE GURPLE changes direction 
whenever he hits something (You can hide 
In nooks to avoid him). He will not 
pass by an ORANGE WHIRLER, PULSING 
GREENIE, or TWINKLER, or go through a 
wall. 
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The YELLOW BLINKER Is another 
creature to watch out for. Like ihe 
PURPLE GURPLE, he is worth 1000 points 
if Digger bonks him while he's a solid 
color and has honker power, but 
Di gger 1 s . . . we I I , gone If the YELLOW 
BLINKER hits him when he's not 
protected. It Is possible to pass him 
In a vertical tunnel If you're very 
careful. However, he changes direction 
frequently, often when you can't see him 
(He hides). He won't go through walls 
ORANGE WHIRLERS, PULSING GREENIIS, or 
TWINKLERS. 


The AQUA CHASER sounds an ominous 
beat. Consider this fair warning for he 
Is very dangerous. He will chase you 
tiroes, so stay away unless you he 
bonker power. He Is worth 1500 points 
dead. You are worth nothing if he gets 
you. He can pass through ORANGE 
WHIRLERS, PULSING GREEN I E S , and 
TWINKLERS to get you. I hope that you 
have a TWINKLER saved up for when he 
catches Digger In a dead-end. 0r ? you 
can press ..... 


The PANIC BUTTON. The red button on 
the joystick controller Is actually a 
panic button. You can use It in 
desperate situations, but only once for 
each AQUA CHASER you bonk. It'll cost 
you 2500 points and you must have a 
positive score to use it. 


To use the PANIC BUTTON, first press 
and hold the button, then knock out the 
wall of your choice by crashing Into it. 
You are allowed one free use of the 
panic button at the beginning of the 
game (but your score must be positive to 
use It) 


PANIC * 
$UTTO^ 


( 
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OTHER HINTS. 


You will hear a "thud 11 when Digger hits a WALL. For each 
thud, you lose one point unless you have a TWINKLER saved 
up . 


The WRAPAROUND FEATURE allows you to knock your way 
through a wall on one side of the mineshaft and come back In 
on the other side. You must be able to break Into the other 
side, however, by having a TWINKLER saved up, or being able 
to use the panic button to break back In on the other side. 
While you are outside the mine, you cannot move vertically. 

If Digger comes close to the bottom of the mine, a pink 
sink-hole will appear beneath him and an audible warning 
will sound. If he touches the pink sink-hole, h e » I I get 
sucked In, and the game Is over. 



FREEZING/RESTARTING/REPLAYING 

Any time during play, you may press the SPACE BAR to 
suspend the game to devise your next plan of attack. While 
the game Is In a frozen state, the background will be dark 
blue. To continue play, press the SPACE BAR again. 

You may also restart the game at any time by pressing 
START. You may replay the game after Digger Is bonked by 
pressing START or by pressing the red button on the joystick 
con t r o I I er . 

Pressing OPTION at any time will return you to the title 
page to select a new difficulty level and enter the mine 
again. During the game press and hold SELECT to change the 
difficulty level. 

After being bonked. If no keys are pressed for one 
minute, the game will automatically return to the original < 
screen and the highest payload score will be kept. When you 
begin a new game, the high score will again be displayed. 
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DIGGERBONK QUICK REFERENCE 


THE FOG 

-Harmless. 

ORANGE WHIRLERS * 

- 500 points. Causes your score to 
decrement . 

PULSING GREENIES ■ 

- 200 points. Stops your score from 
decrementing and gives Digger 
bonker power to bonk his enemies. 

TWINKLERS 

- 100 points. Each one accumulated 
allows you to knock out one section 
of wall. 

BOMB 

- Don 1 1 get hit by It. 

PURPLE GURPLE 

- Enemy. Worth 1000 points If he 
doesn't get you first. 

YELLOW BLINKER 

- Another enemy. Also worth 1000 points 

AQUA CHASER 

- The most dreaded enemy. You get 
1500 points for bonking him. 

Each AQUA CHASER you get allows 
you to use the PANIC BUTTON once. 

PANIC BUTTON 

- Can be used to knock out a wall In 
an emergency, but only If you have 
bonked an AQUA CHASER. Costs you 
2500 points each time you use It. 

SELECT KEY 

- Change the difficulty level during 
game play. 

SPACE BAR 

- Freeze/continue. y 


FROM EDUCATIONAL SOFTWARE 


THE ADVENTURES OF PROTO 

by Stan Gilbert. Here are three 
creative adventures to help the friendly 
robot /alien. Proto, learn about our 
planet. Includes MARSHMALLOWS, COLORING 
BOOK, PLAYTUNE as well as a storybook 
with pictures for coloring. 
16K-Tape/32K-DI sk. $24.95 


GUESS WHAT'S COMING TO DINNER? 

by Billy Graham. Have you ever wondered 
what kind of pets they used to keep way 
back when? This game takes you back to 
Morocco In the 9th century to try and 
win a pet snake from Sheba, a very wily 
snake charmer. All you have to do Is 
guide the serpent through 7 levels of 
feeding. Written In BASIC and machine 
language, this program can be I Isted & 
modified. 1 6K-Tape/32K-DI sk. $24.95 

SPACE GAMES 

by Randy Massey. Three exciting arcarde 
style games for one very affordable 
price. Includes ALIENS, an “Invaders" 
type game, SURVIVE, where you find 
yourself located In a very strange and 
• dangerous universe, and ROBOT ATTACK, 
where you'll have to make your way 
through many rooms of al lens In an 
attempt to capture the cloaking device. 
16K-Tape/32K~DI sk. $24.95 

BOGGLER 

by William Hough. Music, sound, and 
color combine to add to the excitement 
of finding the secret code hidden deep 
within the computer's memory. This game 
Is a real test of your powers of 
deductive logic. Will you find It 
before time runs out? 

16K-Tape/32K-Dlsk. $16.95 

IN THE UNLIKELY EVENT YOU 
RECEIVE A DEFECTIVE PRODUCT 
RETURN IT TO US FOR A 
PROMPT REPLACEMENT OR REFUND 
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MAKE LEARNING TO PROGRAM FUN 
WITH 

THE TRICKY TUTORIALS (tm) 



There are Tricky Tutorials to help you with everything 
from how to use your computer to programming your own 
special sound and graphic effects. The Professor and Prof 
uncom plicate these functTons and make learning to progrel 
f un I 

/l - DISPLAY LISTS (Mixing many Graphics Modes on 
the screen at once.) 

#2 - SCROLLING (Move Text and Graphics up and down 
or across your screen smoothly.) 

#3 - PAGE FLIPPING (Program screen changes to 
switch Instantly, like flipping pages In a book.) 

#4 - BASICS OF ANIMATION (A beginner's guide to 
creating animated shapes and simple games.) 

#5 - PLAYER MISSILE GRAPHICS (Learn to write 
arcade-style games.) 

#6 - SOUND & MUSIC (From single notes to songs and 
special effects, all explained clearly.) 
tl - DISK UTILITIES (Seven utilities to help you 
use your disk drive all wrapped up In this one 
package. ) 

#8 - CHARACTER GRAPHICS (You can edit the 
character set In your Atari for use In your own 
programs, even arcade-style games.) 

#9 - GTIA- GRAPHICS 9 to II (A veritable rainbow 
of nine colors and sixteen shades makes your 
screen come a I I v e I ) 

#10 - SOUND EFFECTS (Tweets, whistle, and roars 
from your Atari? Yes, It’s all possible with this 
Tutorial . ) 

#11 - THE MEMORY MAP TUTORIAL (Professor Von Chip 
explains his favorite tool to help you utilize 
your Atari's memory locations.) 

...And look for new Tricky Tutorials coming soon to your 
favorite software store! 


